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INSIDE: Cards Unbound, Jaguar Falls, Champion Lore & More! 


WEWANT YOU 
TO JOIN THE FIGHT 


FROM THE EDITORIAL STAFF 


The timing and length of this issue may seem a little 
weird, but | can assure you that we’re going to try and 

hit the next issue out of the park with a bunch of HRX/ 
PWC content. That issue should be out in late January or 
early February, so Issue #13 is meant to hold you over 
until then. What starts off this “filler” issue is an article by 
me (Jacob “WordsWinWars” Russell) about the elephant 

in the room that has dominated conversation within the 
community as of late: Cards Unbound. Next up is a map 


breakdown of Jaguar Falls by Harry “CosmicDante” Clough, 


hopefully we can get to every map soon! Writerguye did 
double duty to round off this issue by writing a fiction 
piece about Lex called “You’re next.” and an analysis of 
some of the official lore HiRez has recently released for 
the game. Enjoy Issue #13 while we work hard to bring 
you some amazing content about the most exciting week 
of the year! 
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Managing Director Lead Editor Design Editor 
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JAGUAR FALLS 


OL ih sh bbbiddeddcdddccdrdcdcdcccdcccccadcdcddadadaadadadaaadadacaadada By Ha rry Clou gh Mliiiiiiddddddddddddédiiéiid, 


Jaguar Falls is an extremely close-quarters map with a small objective point, a short payload 
push, and lots of ledges to send enemies to their deaths. The main objective is set between 
two temple buildings and there is a short line of sight from one side to the other. There are 
small walkways on either side that can only be accessed by champions with vertical mobility. 
Examples of flankers with said mobility are Field. Ying, while not a main healer, can use 
Maeve and Evie, two flankers that can fly the many walls to her advantage by placing 
around the edges of the map and appear on her Illusions where they can be safe while still 
the catwalk and fire down on the point from healing Ying’s allies. 

behind. The objective is very narrow and 

Inara’s Impasse wall is wide enough to cut There is one room on either side of the point, 
off the main entrance to the point. Impasse commonly known as the ‘light’ and ‘dark’ 


forces the enemy team to go to another rooms for obvious reasons. “Light room” 
choke point for you to hold down or waste opens out to the sky and the edge of the cliff 
time shooting at the wall. If you’re playing that Jaguar Falls is built on. Be very careful 


Inara on Jaguar Falls then you might consider in this room, aS many champions can push 
buying Master Riding so you can reach the or pull you off the edge to an instant death. 
point and put up your wall in the middle Makoa can Dredge Anchor you, Bomb King 
before the other team can get there. Inara is can Poppy Bomb you, and Torvald can Hyper 
a strong champion to hold down the objective Beam you away. “Dark room” is on the 

and her Treacherous Ground legendary other side and offers a good hiding space 
cripples enemies who walk into your Warder’s_ if the main objective is being occupied by 
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the enemy. There is also a little cubby hole 
that is a great place for Grohk to put down a 
totem without it being in line of sight to be 
destroyed. Sha Lin thrives in this room when 
you select the Desert Shadow legendary. It 
increases your stealth time in Withdraw and 
the damage of the arrow that breaks said 
stealth by 25%. This allows you to sneak up 
onto an enemy by shooting them with an 
Impaler Arrow while stealthed and blow them 
up with Planted (A total of 6,050 damage). 


The payload push is one of the shortest out of 
all the maps and there are few vertical areas 
to defend from. There are plenty of flank 


routes around the edges of the map that 
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allow tanks and flankers to get behind the 
advancing enemy team and halt the payload 
push. The area outside the defending spawn 
is again hard to defend. There are some small 
rooms that defending champions like Viktor 
and Pip can use to fight and hurl projectiles 
at the attacking team. Torvald comes into his 
own as the payload turns the final corner and 
is uniquely powerful both on the attacking 
and defending team. As you exit the spawn 
room there is a long and clear line of sight to 
the payload and Torvald’s ultimate can send 
the entire team flying. An attacking Torvald 
throws the defenders into their soawn and a 
defending Torvald throws the attackers off the 
map. 
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Because there isn’t much verticality on Jaguar keep in contact with their healer through all 


Falls, champions like Lex, Zhin, and Lian 

are not hindered by their lack of verticality. 
Lex has one of the fastest base movement 
speeds of any champion and can zoom 

round the map while Zhin can use his short 
range damage to his advantage, whirling 
into a group of enemies and Billowing away 
to safety round corners. It is worth saying 
that this is not a map for snipers, Kinessa 
and Strix. In competitive play Kinessa’s win 
rate on Jaguar Falls is a measly 30.6% and 
Strix’s is 35.6% (according to thebettermeta. 
com). The map is too easy to flank on that 
Snipers are exposed anywhere on the map. To 
sum up, Jaguar Falls is a great map for close 
quarters champions who have the mobility to 
get in and out of a fight quickly and who can 
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the twisting passages. A damage champion 
that does do well on Jaguar Falls is Bomb 
King, as his AoE crowd control and damage 
are great because of how close quarters the 
map Is. 


Although this analysis found here is useful, 
the best way to learn about the map is 
watching it being played at a professional 
level. A great match that took place on this 
map was Renegades vs Team EnvyUs during 
the first week of PPL’s inaugural season. 
You can watch the map go down to the wire 
yourself by clicking here and starting at the 
1:14:00 mark. 


By Harry Clough 
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WHAT IS CARDS UNBOUND? 


LI sh bsbgiddecicddcddcacdadcccccccccccccccccccccdadaaaaade By Jacob Russell ~“\””!“W’W’W’”’WY02XMHMMMahiia 


Remember when essence was released into Paladins and the whole community was outraged 


because it was added out of the blue and no one really asked for it? Well, luckily for HiRez, 


the changes they made to the system were enough for a vast majority of the community to 


move on and accept it as part of the game they love. 


But since history repeats itself, HiRez once 
again finds themselves in the crosshairs of 
most of the community after they made a 
change that tons of Paladins fans consider 
unnecessary. HiRez, remembering how they 
dealt with this the first time, has since made 
a lot of changes to the “Cards Unbound” 
system to please fans of the Realm. (What’s 
ironic is that this controversial change got rid 
of essence.) Here I’m going to go over the 
Cards Unbound system and show you the 
thoughts of some community members. That 
being said, OB64 also has a new Onslaught 
map and champion balancing that you should 
pay attention to. 


The old card system was pretty simple. You 
picked five regular cards (of the 16 available 
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for each champion) and one legendary card 
(of the three available for each champion) 
each game. The combined level of your five 
regular cards had to be 12 (cards could be 
upgraded from 1-4) and the legendary cards 
had a single level. Cards could be acquired by 
opening Radiant Chests (that were purchased 
with 2,500 gold) or buying them directly with 
essence. It’s important to note that this card 
system was used in every mode. 


Cards Unbound is a system where essence Is 
no longer with us and cards can be upgraded 
(because all cards are unlocked by default) 
by getting duplicates in Radiant Chests (that 
are purchased with 2,500 gold) and champion 
chests you receive after first wins of the 

day for up to five champs a day or purchase 
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for 7,500 gold (you only get cards for the 
champion you won the previous game with). 
In Unbound Siege, Payload, Onslaught, and 
Test Maps modes, each card can be upgraded 
up to level 10 if you happen to have that 
many duplicates for that many cards. 
Another thing this system added was a fourth 
legendary card option for each champion. 

If you're not a fan of this concept, Classic 
Siege and Competitive mode are what you’re 
looking for. Although the word “classic” 
implies that it’s 100% like the old card 
system, the mode is actually set to where 
each card is upgraded to rank 4 for everyone 
no matter what. 


You might be wondering what HiRez has said 
as to why they’re making these changes, 
here’s a summary of what they’ve said about 
the system during its development. Having 
multiple modes (Classic and Unbound) is 

a positive because different people want 
different experiences when they play 


Paladins. More casual players want an over 


the top experience and don’t want to be 
limited in their deckbuilding by the point 
limit. Competitive players want to be ona 
level playing field against their opponents, 
meaning they don’t like that you have 

to grind to unlock every card for every 
champion in order to be competitive. They 
say that OB64 makes the game better for 
both groups because each has a gamemode 
option they will enjoy. 


As much as r/Paladins might hate on me for 
this, I’m not totally opposed to the Cards 
Unbound changes. | understand if you 

don’t want to play Unbound mode, that’s 
why Classic mode is there. If you ask me, 
there’s no point in complaining about these 
changes because there’s a way to still play 
Paladins even if you don’t like them. I’m 
sure you’ve seen the comparison that’s 
been made between these changes and the 
monetization system in Star Wars Battlefront 
Il. | don’t think that comparison is accurate 
because Paladins is a free to play game that 
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didn’t change the game people pre-ordered 
like EA did. If you want to argue that these 
changes change the game that people have 
spent money on in the past, I’d argue that 
the people who have spent money on this 
game (like me) aren’t forced to play with 
these changes. (Another thing, commenting 
#CancelOB64 everywhere doesn’t do 
anything if the patch is already out...) | hope 
this isn’t something that will cause a lot of 
people to leave the Paladins community, 
because | know I'll be here for the long haul. 


| will end with some thoughts on Cards 
Unbound from my fellow PCM writers: 


“I’m not as angry about the patch as I once 
was and have begun to enjoy it. | never play 
Unbound mode and wouldn’t unless | had all 
level 10 cards and wanted to fool around. 
The new Unbound system has made some 


champions boring due to the lack of in depth 
customization because you can’t choose 
which exact level you want each card to be 
at.” -Harry “CosmicDante” Clough (@Cosmic_ 
Dantel on Twitter) 


“I like its potential for the health of Paladins 
esports, but the current balance chaos by it 
needs to be addressed fast for such a major 
transition to have a positive impact. I’m ex- 
cited to see what new compositions may be 
possible with these different loadouts.” -IX- 
eno, Support for GankStars’ Xbox team (@ 
LexiXen on Twitter) 


“Although | don’t like the Cards Unbound sys- 
tem, | really like the rest of the update. Turn- 
ing essence back to gold was great and | love 
the new cosmetics.” -Writerguye 


By Jacob Russell 


he 
LEVIATHAN 
o/1 


z 


| 
| ; 
. l be sd 

- - ~ = . -—- oa 
=i » 2 i 
STRONGARM J CRASHING WAVE i 

o/1 Sa 2 

Shell Spin’s Cooldown is 
educed by 2s if it hits an 

ane 


Reduce the Cooldown a1 
Dredge Anchor by Is. 


Paladins Community Magazine Issue 13 


yy 3000 
absorbed red 
cooldown of 
by 2 se 


in 16 - 
Speed for 3s after getting 
an elimination 


MAKOA CHEST 


BARRIER REEF j 


damage 
luce th 


2e the 
Shell Shield 
CON 


id. 


Drops Makoa Cards. Will not 
ve fee} oMeltle)i(et-)4-\-Melm#-la\ Mit liny 
leveled cards. 


PURCHASE 


© 7500 


The Game On Magazine 


ie LM 
CBS yy a - V3 
as hi i off 
<7, 

j Z, / ot) 


LORE OF THE REALM PT.1 


Li Lh bbb idsdididddcddddrdrrrcccoccccceccccccceceeeeeeceeeeeeeeeeeeeceecdaa By Writerguye MMMM LL“ “g “Cia aia ah bd dh ih hh df 


With the long-awaited release of character biographies in Paladins, Hi-Rez has revealed a 


wealth of information. From the background of fan-favorite characters to the governments 


and organizations that run the Realm, let’s dive in. 


Androxus 
The Godslayer 


Androxus’ biography tells of his background 
in law enforcement. By itself, that history is 
a bit surprising considering the Androxus we 
know today, but here’s where it gets interest- 
ing: he became diseased after a conflict with 
a goddess. Though her identity is not given, 
the evidence points towards Seris. After all, 
the bio goes on to say that the curse left him 
with an “endless hunger for souls.” There is 
only one champion who is involved with soul 
manipulation to the point of it being part 

of her abilities, and that’s Seris. Her death 
taunts toward Androxus also strengthen this 
theory. Now, here’s another interesting fact: 
Lex was Androxus’ partner. Neither champion 
has any voice lines to further expand upon 
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this development, but it’s likely that they 
were close friends. 


Buck 
The Unyielding 


As the story goes, Buck has been through a 
lot. His fighting style incorporates the tech- 
niques of monks and low-level criminals, 
though it’s unclear how much time he has 
spent in either of those roles. What is clear, 
though, is that he was a soldier at one point 
for the governing body known as the Magis- 
trate. Not many details are mentioned about 
them in Buck’s biography, but it does in- 
troduce them. They are mentioned in most 
character biographies, though, so it’s safe to 
say they have an important role in the story 
of Paladins. After working as a soldier, Buck 
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decided to join the Resistance. Again, Buck’s 
biography doesn’t go into much detail on this, 
but much of it can be extrapolated from oth- 
er biographies. The Resistance seems to be 

a revolutionary faction working against the 
Magistrate. Why did Buck turn against the 
faction he had worked with? No one knows 
for sure, but the possibilities in this case are 
interesting. 


Evie 
The Winter Witch 


As some may remember, Evie had already 
been given some history during Closed Beta. 
It seems that the original story is no longer 
canon, replaced by one more in line with her 
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personality. Evie, an inexperienced sorceress, 
managed to capture a frost elemental using a 
gemstone. This gave her powers and caused 
her to be exiled from her village. After- 
wards, she joined the Resistance. It’s a pretty 
straightforward narrative, but it introduces 
several new aspects to the Realm. First, the 
existence of elementals. The biography does 
not go into detail on what an elemental is, 
but it’s likely a supernatural entity of some 
kind. Second, the fact that gemstones can 

be utilized in unique ways. Since the begin- 
ning, it’s been pretty clear that crystals and 
gemstones play a vital role in the Paladins 
mythos. It never was clear exactly what they 
did, though, and this tidbit gives a glimpse of 
their power. 
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Lex Maeve 
The Hand of Justice Of Blades 


Most of Lex’s backstory was covered with Maeve’s story is what one would expect, giv- 
Androxus, but this time it goes into more de- en what we already know about her. She’s a 
tail about a group called the Outer Tribunal. thief without any particular allegiances, and 
Presumably working under the Magistrate, she works for the highest bidder. Her coat 
this group is made up of ‘judges’ who uphold _ is apparently magical, which would explain 
the law. It’s unclear whether they’re judges in some of her superhuman abilities. She stole 
the traditional courtroom sense, as the biog- _ it from a Magistrate fortress, which seems 
raphy makes it seem like they’re more hands _ particularly impressive. The most significant 
on. Also, this biography reveals that Androxus detail, though, is that Maeve is not fully hu- 
is a criminal wanted by the Magistrate. The man. She’s half tigron. The biography doesn’t 
question is this: Is Androxus actually evil, or explain what a tigron is, but given Maeve’s 
is he just a Resistance fighter? feline characteristics they are probably an an- 
thropomorphic race with feline attributes. 
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Skye 
The Twilight Assassin 


Though born wealthy, Skye immersed herself 
in the criminal element. Why? Because she 
enjoys killing, apparently. Of all the stories so 
far, this one is possibly the most surprising. 
Maybe it’s because Skye’s personality wasn’t 
very defined before, but | certainly did not ex- 
pect this. She now works in the upper ranks 
of the Magistrate, serving under Grand Magis- 
ter Karne. The biography doesn’t confirm it, 
but due to that title I’m assuming Karne is the 
chief authority of the Magistrate. This biog- 
raphy also mentions “The War of the Realm”, 
meaning that the conflict between the Magis- 
trate and the Resistance isn’t a small one. 


Talus 
Of the Ska’Drin 
It was already hinted that Talus was the last 
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of his kind, but this biography fully explains 
it all. Evidently, the Realm is not free of prej- 
udice and the Ska’Drin suffer from it greatly. 
After almost losing his family, Talus goes off 
on a hero’s journey. When the war begins, 
Talus joins the Resistance. 


Zhin 

The Tyrant 

As a child, Zhin lost his nobility. The biogra- 
phy doesn’t explain exactly what this means, 
but I’d guess he was born into a royal fami- 
ly that was overthrown. It isn’t clear exactly 
how old he was, but he definitely had not 
reached adulthood. After his fall, Zhin worked 
his way through the ranks in the underworld 
and built the Thousand Hands Guild. He has 
no allegiance in the war, which makes sense 
given he has his own faction to take care of. 


By Writerguye 
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“YOU RE NEXT. 


LLxixiiix ih sh hab ba biddcddddddccccccccddcccccceccdcccda By Writerguye MMMM MMM hhh hhh 


It starts with a blackness. Every night, it’s the 
same. First the dark, then a gradual magenta 
overtakes his surroundings. The lawman 
stands firm. He’s shaking, but he never backs 
down. He knows what’s coming. 


Then she arrives. The Oracle. She 
approaches the lawman and strokes his face 
with a deathly cold palm. Her lips reach his 
ear, and the lawman winces at her freezing 
breath. 


“| have your partner,” she whispers, 
“You're next.” 


Lex wakes with a jolt, his head colliding 
with the wooden rafters above his bed. 

It gets him every time. The same dream 
every night for six months, but he’s still not 
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quite accustomed to it. He doubts he ever 
will be. Lex retrieves a shining badge from 

his desk and attaches it to his chest. Even 
while working under the Outer Tribunal, he 
ultimately answers to the Magistrate. The 
gem-shaped badge reminds him of that every 
morning. Lex is not a political man, but the 
recent actions of the Magistrate make him 
uneasy. The rural fishing village he has been 
stationed at, fortunately, has little connection 
to the outside world. Lex enjoys his new life in 
the village. It is boring at times, certainly, but 
it is peaceful. He is the only law enforcement 
within several miles, for the people in this 
place can take care of themselves. It’s not at 
all like the bustle of Crosswind Hold, where 
Lex had been assigned with his partner so 
many years before. 
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Lex patrols the small village, giving ita 
single sweep before returning to the central 
marketplace. He climbs a ramp and finds a 
short bridge made up of a few planks. He 
sits on the edge, legs dangling, and watches 
the people go about their day. Needing to 
occupy his hands, Lex reaches down for his 
magnums. He unholsters them one by one 
and begins to polish the weapons. Hours 
pass, and the sun begins its decline. Lex 
stands, preparing to return to his bunk. 


A shout rings out from below, shattering 

the silence that had fallen after the market 
closed. Lex sprints onto the street, searching 
for a sign of conflict. With nearly everyone 
else already home for the night, it isn’t hard 
to find. One of the shops, a jewelry store by 
the looks of it, is the source. The pavement 
crunches with the sound of broken glass. Lex 
tries the door. Locked. Reluctantly, he climbs 
through the space where a window pane used 
to be. 


The room is dim, but there is no mistaking 
the glint of a blade. Lex attempts to dodge, 
but he isn’t quite fast enough. He looks 
down at his chest, a line torn through his 
shirt. There is some blood, but the wound 

is only skin-deep. The blade that cut him is 
now planted in the oaken door behind him. 
Lex does not see this, though, as he is more 
intent on what lurks in the shadows. He calls 
out, giving the standard speech about his 
being on the side of the law. No response. Lex 
unholsters both magnums and points them 
towards the inside of the room, though he 
knows it’s pointless to do so without sight to 
aid him. 


Without warning, Lex finds himself knocked 
to the floor by a hurtling object. As his vision 
becomes more clear, he looks up and finds 
that it was a girl. He tries to stand, but a 
dagger through his collar has pinned him to 
the floorboards. 


- 
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“Who are you?” Lex asks. 


“It doesn’t matter.” the girl responds in 
a thick accent Lex doesn’t recognize. “You are 
the Hand of Justice, yes?” 


“lam.” Lex says, realizing what he has 
gotten into. “Was the robbery just bait to get 
me here?” 


“Not at all.” the girl says, smirking. 
“Well, yes, the robbery was only sanctioned 
as a means to reach you. But that doesn’t 
mean I’m walking out of here empty-handed.” 
The girl holds up a large leather pouch, 
gloating. 


“Who hired you?” 


Paladins Community Magazine Issue 13 


“Who do you think?” 


“Damn.” Lex says, sighing. Throughout 
the conversation, he has gradually extended 
his left arm. Finally, it is within reach. The girl 
has no time to react as he slams the barrel 
into her side and pulls the trigger. It will not 
be lethal, but it’s enough for him to recover. 
Lex yanks the dagger from his collar and 
tosses it to the side. Getting back on his feet, 
he trains both magnums on the girl. “Don’t 
move.” Lex implores. 

“Sorry, do you know how much you’re 
worth to them?” The girl says, surprisingly 
unfazed by the shot she just took. “I’d be 
crazy to just let you go now.” 


The girl tries to pounce at Lex again, 
but this time he expects it. Both guns go off 
at the same time, and the girl crumples to 
the floor. Lex checks her pulse. Unconscious, 
but still alive. Lex sits at the shop owner’s 
desk, panting from exhaustion. Only one 
group could have sent her. The Resistance. 
Though he no longer poses a threat to them, 
Lex is not surprised at their attempt. Over the 
years, he had imprisoned countless people 
who dared to defy the Magistrate. He was not 
only commended, he was awarded. The most 
notable award being his title, one he had 
been proud to hold until recently. The Hand of 
Justice. He looks down at his bleeding chest 
and thinks about how close he had just come 
to death. He can hear the voice in his head, 
repeating the same phrase. 


“You're next.” By Writerguye 
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